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         Japanese language is one of the most popular foreign languages studied as a major or 
elective by students in Universiti Putra Malaysia (UPM). The learning of Japanese language focuses 
on four skills: listening, speaking, reading, and writing.  In order to achieve competency in these four 
language skills, it is important for learners to first master a sufficient number of Japanese vocabulary 
items. This research was conducted with an aim to explore and gather information on the needs of 
an interactive multimedia website for the acquisition of Japanese vocabulary and grammar in 
UPM. The research applied a qualitative data collection method that focused on interview and 
observation. An interactive multimedia website was developed to enable users to learn basic 
Japanese words and grammar using an e-learning platform application which incorporates various 
multimedia tools such as animation, songs, graphic, movies, and the Internet that might prove to 
be successful in turning traditional classrooms into communicative and student-centered 
classrooms. The results of the research indicates the need for an interactive multimedia website in 
learning the Japanese language in order to make vocabulary and grammar learning interesting, 
apart from facilitating independent learning among Japanese language learners in UPM.  
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INTRODUCTION           
                                                                 
         The total number of Japanese language learners in Malaysia in 2015 was 33,224 which 
marked an increase of about 0.4% from 2012 (Japan Foundation Report, 2017). The statistics clearly 
shows that among Malaysians, Japanese is one of the most popular foreign languages after 
Chinese and Arabic. In today’s borderless job market era, the ability to communicate in a third 
language especially a foreign language is an added value for university graduates (Muhammad 
Alif Redzuan Abdullah, 2014). One of the aspirations outlined in the Malaysia Education Blueprint 
2015-2025 (Higher Education) is the emphasis on acquiring at least one additional foreign language 
among students in higher education institutions. 
 
 The “Look East Policy” introduced by Tun Dr Mahathir Mohamed in 1982 has given fresh 
impetus to the exposure of Japanese language and culture. Many Malaysians were sent to study in 
Japanese universities; some of whom have become experts in facilitating technology transfer from 
Japan to Malaysia. According to Muhammad Alif Redzuan (2014), Japanese language is popular 
among students of higher education institutions in Malaysia especially in the 21st century. In fact, it is 
learned even before students decide to explore into the Japanese popular cultures due to the 
easy access to multiple Internet websites connected to popular Japanese culture or travel to 
Japan through mobility programs since travelling to Japan has become cheaper because of the 
Memorandum of Understanding between UPM and Japanese universities. Besides that, many 
Japanese companies have recruited some local talents with Japanese language background to 
work with them in Malaysia through job recruiting companies such as JAC Recruitment Company, 
Sakura Recruitment Company, Japanese-Jobs.com, and Jobstreet.com. All these opportunities 
have increased the popularity of the Japanese language among UPM students, and it is seen as a 
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milestone among UPM Japanese language students to explore the Japanese language and 
culture further.  
 
 Language learning generally focuses on four skills: listening, speaking, reading and writing. 
In Japanese language particularly, competency in these four skills cannot be achieved without a 
good mastery of the Japanese vocabulary. According to the Department of State's Foreign Service 
Institute, comprehending the Japanese language requires three to four times more vocabulary 
than comprehending the European languages. This shows that learning the Japanese language is 
three to six times more difficult than learning other common European languages. The basic 
Japanese textbook that is currently being used to teach UPM students in learning the Japanese 
language for a total of 142 hours throughout the three semesters consists of 1,000 words. Though it 
involves a large corpus of vocabulary items and may seem like a heavy load to students, there is 
no guarantee that these students will be able to use the language competently at the end of the 
three semesters.  
                   
 The main problem faced by students is memorizing new vocabulary items and recalling 
them when necessary during a conversation or other language activities (Muhammad Alif 
Redzuan, 2005; Muhammad Alif Redzuan Abdullah, 2014). Memorizing a large number of 
vocabulary items through dictionary search or a course textbook is not an easy task for first time 
learners. However, advancement in the technology developed for educational purposes has 
created a new paradigm shift in the delivering of the Japanese language lessons to students in 
UPM. According to Kahoot-Edtrends Corporate Training Report (2018), 68% of generation Z and 
digital natives prefer mobile application, 48% prefer online learning tools, 39% prefer watching 
video, 34% prefer using social media, 16% prefer video conferencing, 10% prefer listening to 
lectures, and only 1% prefer using books for their training programs in the workplace. The reasons 
behind these choices are that the activities involve more hands-on training that encourage 
engagement in the activities apart from being interactive, flexible, and allow for longer training 
time. Therefore, developing an interactive multimedia website which incorporates multimedia tools 
such as audio assisted vocabulary learning, animated dialogues, digital flash cards, and online 
quizzes would enable users to learn basic Japanese language vocabulary and grammar using the 
e-learning platform. Thus, the usage of an interactive multimedia website might prove to be 
successful in turning traditional classrooms into communicative and student-centered learning 
classrooms. 
 
 In the case of learning Japanese language as an elective foreign language subject in UPM, 
the practical use of an interactive multimedia website in an e-learning platform application has not 
been studied in depth. Thus, the present study aimed to explore the relationship between the use 
of an interactive multimedia website and acquisition of vocabulary and grammar among 
Japanese language learners in UPM.  
 
 
REVIEW OF RELATED LITERATURE 
         E-learning or web-based learning is defined as applying innovative technologies and 
approaches in the field of teaching and learning that can be used beyond time and space.   
Moreover, e-learning not only allows knowledge to be accessed anywhere, any time, and by 
anyone, but it also guides learners in attaining the exact skills and knowledge at the exact time in 
order to function as active, self-reflected, and collaborative participants in the information-based 
society (Harasim, 2000). Nevertheless, most E-learning applications are developed with little 
consideration on issues that affect E-learning because marketing advertising and technologies are 
still the main forces that drive the construction process (Buendia-Garcia & Diaz-Perez, 2003). Thus, it 
is important that developers of web-based learning or E-learning understand that web-based 
learning is a product of a creative act of development and not a repetitive act of manufacturing.  
This is to avoid faulty definition of requirements, design solutions, quality, and maintainability.  
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 Web-based learning courseware with unattractive design, scattered content, and low-
quality animation will kill the interest and motivation of students learning basic Japanese. 
Norfadilah Kamaruddin (2010) stated that in order to save time and develop a web based learning 
that is easy, developers tend to create a web page with simple designs, unattractive animations, 
and contain pure graphics without realising that the application would bore the students and thus, 
refrain them from using the applications in their learning. Moreover, developers rely more on their 
personal experience and knowledge and not on the scientific pedagogical knowledge when 
designing a web-based learning courseware.  Developers should work hand in hand with other 
stakeholders in developing an effective, accurate, and robust web-based learning courseware.  
 
 According to Sabri et al. (2010), web-based learning can be an interesting tool that inspires 
and motivates students during the learning process. In fact, multimedia web-based learning offers 
a lot of advantages compared to the traditional teaching style. Using books that are not 
accompanied by audio files can bore the students since they are not able to learn how to 
pronounce the words. Besides, this makes it difficult for them to memorize the words learnt from the 
textbook easily. With the website on e-learning platform, students can access, use, and learn 
Japanese language continuously throughout a week. Hence, there is no limitation to their learning 
as long as they have an Internet or Wi-Fi connection. Students can also save money as they no 
longer have to buy expensive books imported from Japan. More importantly, students can 
evaluate their understanding of the content learned from the website and send their feedback 
regarding the contents which would then help developers to further improve the content of the 
web site. 
 
 Mayer (2009) states that students can learn better when materials provided in the 
multimedia courseware contain both words and pictures as opposed to words only. In addition, 
Mayer (2009) believes that multimedia presentations which contain pictures help enhance 
students’ understanding of the contents being displayed. The results of the study by Mayer (2009) 
show that adding a picture to a word increases students’ understanding as it makes learning more 
meaningful. In contrasts, insertion of unrelated words and pictures in a multimedia courseware 
would cause the brain to disorientate and clutter, making it difficult for students to associate the 
unrelated words to the images depicted in their minds. 
 
 Students with high level of intelligence are able to create, construct, and use and view 
images in their own way. Hence, they do not require a multimedia courseware of good and high 
quality design as words are sufficient for them. On the contrary, those with lower level of 
intelligence would require multimedia courseware that is supplemented with words either in the 
form of text displayed on the screen or in the form of repeat commentary. Several studies (Frear & 
Hirshbuhl, 1999; Vignola, Kenny, Andrews, & Schilz, 1999; James, 1999; Vrtacnik et al., 2000; Buckley, 
2000; Cairncross & Mannion, 2001; Almekhlafi, 2001; 2006) have proven that the use of multimedia 
has a positive effect on students’ learning ability; however, there are also studies that have found 
otherwise (Smith & Woody, 2000; McKethan, Everhart, & Sanders, 2001; Vichitvejpaisal et al., 2001; 
Nutta et al., 2002; & Hayes, Taub, Robinson III, & Sivo, 2003). 
 
 To conclude, the use of multimedia in assisting UPM students to learn the Japanese 
language, particularly in vocabulary and grammar, has not been looked at. Thus, the present study 
acts as a platform to explore the effect of using interactive multimedia website in learning the 
Japanese language among UPM students. 
 
2.1. WHY INTERACTIVE MULTIMEDIA WEBSITE 
         Theoretically, learning basic Japanese language using the interactive multimedia 
website is based on the Cognitive Theory of Multimedia Learning (CTML). CTML was initially 
proposed by Mayer (2005) who stated that e-learning courses should be constructed in light of how 
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the mind learns and experiments evidence concerning e-learning features that promote best 
learning. This theory is based on three assumptions: 
 
• Humans have separate channels for processing visual and auditory information (dual 
channels). 
• Humans are limited in the amount of information that can be processed in each channel at 
one time (limited capacity). 
• Humans engage in active learning by attending to relevant incoming information, organizing 
selected information into coherent mental representations, and integrating mental 
representations with other knowledge (active processing). 
 
Figure 1 Cognitive Theory of Multimedia Learning (Mayer, 2005) 
         Multimedia Learning Cognitive Theory (Mayer, 2005) describes aspects of image 
processing, spoken words and printed images. The selection and preparation of appropriate words 
and images will occur regularly in a person's memory storage when a teaching presentation via 
multimedia takes place. Through this theory too, other principles are also presented, namely, the 
principle of spatial balance, time balance, modalities, individual differences, and repetition. To 
facilitate the acquisition of a foreign language, multimedia can be used to increase inputs and 
tendency to observe which would enhance understanding. Multimedia-related strategies that 
have been used to support the ability to observe include word marking, sentence and linguistic 
characteristics. For example, students become engaged in understanding new words due to the 
explanations provided in the multimedia website through activities such as matching words with 
the correct images. Input enhancements for aural input using multimedia include the use of 
caption text, non-verbal signals (e.g. additional video images), instant feedback to audio auditory 
hearing, and repetition. 
 
 Interactivity refers to the mutual actions between the learner, learning materials, and 
learning system. Various studies have shown that interactivity has a strong positive effect on 
learning. Using interactive multimedia, learners can learn faster and have better attitudes toward 
learning. Moreover, Japanese language learners can learn independently, anytime and anywhere, 
using the interactive multimedia website. In addition, this can reduce individual differences, 
resulting in freedom for learning. Such an interactive multimedia website can attract learners’ 
attention and stimulate them so that they can keep track with the lessons.   
 
 
2.2. INTERACTIVE MULTIMEDIA WEBSITE PROJECT 
        This web-based learning project was developed to enable users to learn basic Japanese 
language vocabulary items and grammar using the e-learning platform application. Incorporating 
multimedia such as animation, songs, graphic, movies, and the Internet might prove to be 
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successful in turning traditional classrooms into communicative and student-centered classrooms. 
Media such as movies or documentaries are among the best means for providing authentic 
speech and conversations. They are the ’replica’ of everyday dialogues. This will lead to a better 
foreign language teaching and learning experience (Yun, 2014).  
 
 This web-based learning project was developed based on two topics, ’Self -Introduction’ and 
‘How much is it?’. Each topic consists of six modules, i.e. lesson module, vocabulary module, 
grammar module, country/ building module, conversation module and quiz module. The expected 
outcomes from these six modules after the completion of the lessons are that users will be able to 
read, write, speak, and listen at the beginner level. The lesson module in each topic developed for 
this website consists of sentence patterns which users need to acquire. The vocabulary module 
introduces vocabulary items in flash cards to assist users to learn them in Japanese as well as in 
English. The grammar module highlights the grammatical aspects to be learned in each topic. The 
country/building module is designed in animated dialogues to allow users to learn simple dialogues 
in a fun way while the conversation module is designed to introduce users to more complex 
dialogues using animation. Lastly, the quiz module allows users to take a quiz to test their 
understanding of the basic Japanese language. The responses provided by the questionnaire 
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         The interactive multimedia website targeted users who wish to learn basic Japanese 
language. The interactive multimedia website offers an attractive educational software for 
students to learn the basic Japanese language on their own. This is because the interactive 
multimedia website includes graphics, texts, audios, videos, and animations that help students 
understand the information and content easily. In addition, an interactive multimedia website of a 
good quality helps motivates and attracts students to learn more. The interactive multimedia 
website contains embedded voice for the lesson and vocabulary modules. Therefore, students are 
able to learn how to pronounce the words correctly while at the same time, absorb and memorize 
the lessons easily. It will help them a lot in learning the Japanese language. 
 
 The interactive multimedia website project was funded by the Teaching and Learning 
Innovation Grant granted by the Centre for Academic Development (CADe), UPM in 2016. The 
design of the interactive multimedia website was developed by the researcher and co-researcher 
with the guide and help of a professional web designer. The whole project took about a year to 
accomplish before the copyright of the project was transferred by the developer to the researcher 
upon receiving payment from the research grant provided by UPM. The complete set of the 
interactive multimedia website project was then used as learning materials to help UPM learners 
acquire the basic vocabulary and grammar of the Japanese language. 
 
METHODOLOGY  
The present study aimed to answer the following research question: 
 
What is the effect of using the interactive multimedia website in learning Japanese language in 
UPM?  
3.1. Research Design 
         This study applied the qualitative approach method. Qualitative observation and 
interview were chosen since this study is an exploratory study. Stebbins (2001) describes exploratory 
research as “a brief, fleeting, preliminary stage in the research process that gives way to ‘the 
sooner the better’ to the real thing”. The main objective of the study was to explore and investigate 
the effect of interactive multimedia website in learning the Japanese language in UPM. A semi-
structured interview was conducted to gain insights on the students’ perception of the usage of 
interactive multimedia website in learning the basic Japanese language. Field notes were made 
on the observation done on selected students who have used the interactive multimedia website 
in learning basic Japanese. Interviews were carried out in a duration of between 30 minutes and 
one hour based on the notes made by the selected students on learning basic Japanese. All 
qualitative data obtained from the structured interviews and observation were analyzed using TI 
Atlas. 
 
 3.2. The Participants         
         The present study used the stratified purposive sampling method in selecting 
information-rich participants for the most effective use of limited resources (Patton, 2002). The 
participants comprised 30 students (15 males and 15 females) learning the Japanese language at 
the beginner level as an elective subject. They were between 20 and 25 years of age and of 
different backgrounds with regard to ethnicity, faculty, origin, education, and economy. However, 
all the participants shared one common particular interest in Japanese popular culture. This 
includes anime, manga (Japanese comic or graphic novel), J-pop music, J-drama, video games, 
and cosplay (the practice of dressing up as a character from a movie, book, or video game). 
Since all the 30 participants involved were at the beginner level, they were encouraged to immerse 
themselves in a foreign language learning environment and gradually build up basic vocabulary to 
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allow them to meet the objectives of the lessons taught in the classroom. The participants were 
asked to fill in a consent form to grant the researcher the permission to use the data obtained.  
 
3.3. Data Collection Instruments 
  
         The data collection instruments chosen for this study included interactive multimedia 
web site, structured interview questions, and classroom observation notes. The structured interview 
questions were used to measure the attitudes, opinions, and perceptions of the participants while 
the data from the class observation were used to gather additional data to support the data 
obtained through the interviews. 
 
3.4. Data Collection 
 
         The study was conducted for fourteen weeks during the first semester to assess the 
effects of the use of interactive multimedia website in learning basic Japanese language. At the 
beginning of the semester, participants were informed that an interactive multimedia website 
would be used in selected lessons. Each selected participant was given a consent form at the 
beginning of the study. Structured interview sessions were carried out to gather more information 
on the attitudes, opinions, and perceptions of the participants on the use of interactive multimedia 
website while class observation was carried out to investigate the behavior of the participants while 
learning basic Japanese language using the interactive multimedia website.  
 
3.5. Data analysis 
 
          Qualitative data obtained from the structured interviews were transcribed to extract 
more information on participants’ attitudes, opinions, and perceptions with regard to the use of 
interactive multimedia website. Data obtained from the structured interviews were analyzed using 
TI Atlas software. In addition, observations were conducted in the classroom to get useful 
information on the behavior of the participants while learning basic Japanese language using the 
interactive multimedia website. One of the methods to ensure data reliability was by implementing 




4.1. Participants’ Perception of the usage of interactive multimedia website in learning basic 
Japanese language 
 
         Content analysis was used to identify participants’ perception on the use of interactive 
multimedia website in learning basic Japanese. Interview data were analyzed using TI Atlas 
software, and responses from the participants were categorized into five main findings: 
 
i)   Content of the lesson 
ii)  Presentation of the lesson 
iii) Understanding of the lesson 
iv) Teaching and Learning Conditions 
v)  Feedback on the lesson 
 
 Figure 4 summarizes the perceptions of the students on the effect of the use of interactive 




                                               
 



































Figure 4 Summary of Students’ Perception on the Effects of Interactive Multimedia Website in 
Learning Basic Japanese Language 
 
 
4.2. Content of the lesson 
 
        The students claimed that they were able to understand the content of the lessons as 
they were presented easily through the use of interactive multimedia website which incorporates 
multimedia effects such as animation, songs, graphic, movies, and the Internet. This has proven to 
be successful in making the traditional classrooms more communicative and student-centered. 
Moreover, the website is a one stop center containing lessons and quizzes that facilitate self-
learning and independent learning. In addition, the contents of the lessons are presented in a way 
that is easily understood, and the use of multimedia software also manages to deliver the lessons in 
an attractive manner to the students. Some of the students claimed that the colors used are vivid, 
and the website is user friendly. 
  
         A study by Kulik et al. (1983) showed an 88% reduction in learning time with 
computerized instruction (90 minutes) compared to normal classroom instruction (745 minutes) 
while another study recorded a 39% reduction in learning time (135 minutes for computerized 
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instruction compared to 220 minutes for classroom instruction). Both studies involved computer 
simulation instructions in physics. 
4.3. Presentation of the lesson 
         In general, the presentation of the lesson was attentive, well organized, and systematic. 
Features such as colors, pictures, and sounds are among the elements that have helped students 
to identify important facts and eliminate sleepiness among students while learning using the 
multimedia software. Students enjoyed the lessons as the multimedia software allowed them to 
learn through animation, audio, and the wordings shown on the website in each lesson. According 
to Mayer (2009), interactive multimedia is a good educational tool and is able to produce more 
positive effects to students with lower proficiency level compared to those with higher proficiency 
level. 
 
4.4. Understanding of the lesson 
 
         The concept and form of teaching and learning using interactive multimedia is non-
linear and is in accordance to the students' ability level. This is because multimedia software is 
designed to work based on the logical development of the lessons i.e. from simple to hard and 
from low to high, according to students’ cognitive level. Based on Multimedia Learning Cognitive 
Theory (Mayer, 2001; 2009), meaningful learning takes place through cognitive active processes in 
choosing relevant information, organizing selected information into mental representation of forms, 
and integrating mental models with relevant existing knowledge from long-term memory. Besides, 
multimedia can activate students’ senses through the colors, pictures, and sounds that ease 
understanding compared to the use of textbooks. 
 
4.5. Teaching and Learning Condition 
 
         According to the students, multimedia-based teaching approach is flexible because 
students and teachers are free to choose any parts of the desired topic without having to follow a 
sequence, and the sound and animation elements make the descriptions clear and easy to 
understand. It is obviously different from the usual traditional approach used in schools. Using all of 
the multimedia attributes such as visuals, animations, colors, graphic, and audio, teaching 
becomes easy as the concepts conveyed become clearer despite language barrier faced by the 
teacher. This suggests that students can learn the lesson at anytime and anywhere in the e-learning 
platform to improve their basic Japanese language level during the learning process. 
 
4.6. Feedback on the lessons 
 
        According to the students, they were able to provide feedback and comments on the 
lesson online, and this helps in the improvements on the content and presentation of the interactive 
multimedia web site. This is a good way to share their responses to the lecturer on how to make the 
lessons in the website more attractive and interesting in the future. 
 




        The results of the observations revealed that students could easily access the multimedia 
teaching software. During the process of interacting with the instructional materials, the teacher 
questioned some divergent and evaluation questions to the students. The students became 
engaged in the learning process as they went through the lessons in a fun way while using the 
interactive multimedia website which also allows them to retrieve information related to the lesson 
and interact with ease.  
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DISCUSSION 
         The use of interactive multimedia website has a positive effect on learning basic 
Japanese language as it enhances understanding, reinforces memory, and stimulates the senses so 
that learning becomes meaningful especially among students with low level of linguistic 
competence. This is important because the final learning outcomes that the student needs to 
achieve should display their ability in forming a simple and concise conceptual formulation 
mentally and relate a new concept into different situations in order for it to be translated as an 
easy to understand output. The interactive situation corresponds to the current student instinct 
without any pressure. The element of fun that triggers cheerful feeling during the learning process 
indirectly motivates the students and keeps their minds active during the learning sessions. In 
addition, animation facilitates the learning process because it is used sparingly and appropriately 
to highlight important facts. Animation also plays a role in assisting students reconstruct correct 
Japanese grammar, and this helps students form the relationship between words and sentences in 
their minds. The color element combined into these multimedia integration components highlight 




         The results of this study support the study by Mayer (2009) with regard to the Multimedia 
Learning Cognitive Theory which states that students can learn better and effectively if various 
media elements are used during the process of disseminating learning information through static 
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